Editorial, 



Hi, once again. Yea it 'a Esther the cleaning lady! Once again I see that 
TQB ia dragging its' heels and ia late (again!). There is mad panic as Rick 
attempts to print out the final draft on an overused printer. Paper everywhere 
(I'm thinking of charging them $10 an hour considering the amount of paper I 
have to pick up and arbitrarily decide if its important or rubbish), cats and 
dogs scattered over chairs, floor, kitchen benches, etc (if there is enough 
interest I will write an article about the newest addition to the Snell Family 
- alias Grot the cat). Well ....this is not good enough for an up fc cosing 
publication. .. .enough of my typing articles while attempting to cook chicken 
stock, raise a family of 2 cats, a dog, bird, 2 fish, a horse, a husband, and a 
baby on the way (and John Campbell thought it was the fairies - doing the 

typing that is !) enough again I say. ...it is time for a (gasp, shock, 

•tc) TARE-OVER yes, Go-Between Publications (run by Esther fc Rick Snell) 

will do TQB - we promise to (attempt) to get TQB out ON TIMS. There will be 
some other changes as well but I'll let Rick tell you about them (no not a 
price hike or less issues a year). BUT REMEMBER. .. .we need help to print an 
interesting magazine. . . .we need articles, comments. . . .feedback from YOU. 
Well, Rick dislikes my writing style and now wishes to explain what I've just 
•aid, so over to you Rick; 

RICK: 

As the Missing Tiger grows and develops a number of things become 
apparent. For the next year or so the workload around here will be heavy. To 
help overcome this we have decided to pass managerial control of the Go Between 
over to Esther with help from me. I have found that when a clash of priorities 
occurred between devoting my time/efforts etc to the Go Between and the other 
Missing Tiger activities the Go Between usually lost out. 

Esther and I, and many others, feel that the Go Between is a very special 
beast that deserves better than second best in energy and resources. This will 
be the last issue published by The Missing Tiger. The Missing Tiger will act as 
collector of subscriptions etc for convenience sake. I would hope that with the 
next issue, and for GMs etc before then, subscribers will find some pleasing 
differences. 

Some of the changes: The Go Between sticking to deadlines; more articles on 
pbm games - from Diplomacy to Witchking Including articles on non Missing Tiger 
games suchas Spiral Arm, Universe 2 etc; quicker replys to letters; more 
attention to helping gms and players in DIP and other games that appear in 
these pages; actual delivery on ideas like the GMs manual, the handbook, 

face-to-face database ; a bit more whimsy; quicker replacement of dropouts 

in games. These are objectives that have one common element - better customer 
service - this does not mean that the customer is always right but the customer 
should only get the best we can do. And we haven't reached that point yet and 
we do I want to stay on that narrow path. 

Again X would like to thank everyone for helping the Go Between to be the 
strange hybrid it is. It may or may not be the premier pbm magazine in 
Australia and New Zealand (in terms of games, subscribers, enjoyment, trend 
setting etc) but its the one I want to be involved with. 
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STOP PRESS. MORE TO COMB 

Next Issue 

* Prices and range of games available thru bulk buying. 

* Publication date for Postal Diplomacy Players Handbook 

* 86 D and E to grace the pages of the magazine. 

* Who what where are The Missing Tigers (or I can't believe someone that small 
could Mistype my orders and who is the balding old man in the corner, Granpa 
Snell? 

* Sixty pages plus and they aint trying to claim it as a double issue? 

* The Fall of France in 84 S! 



Z. 



B,»SIC DIPLOMACY TACTICS 
ITALY 

At first glance Italy could be said to be the weakest of the seven 
countries. Unlike all the others you have only one uncontested centre for 
the first build. Most will have two builds leaving you behind right from 
the sy,art. Both your neighbours Austria and France will have most probably 
have gained two or even three,, in the case of France, centres in this first 
rush. How do come bakk from such a position? How can you stop them when they 
look towards Tunis across the Med or even worse Ven inside your borders? 

The answer lies in the unique, I hope the spelling is right, shape of 
your country. From France you face only one area, which stops any purely 
land based atladf(70n the eastern side you face two areas. This means with 
two armiA^'you c JTTnai t artywone attack from any number of armies. If you are 
se€*^pon by both Austria ana France you could hold out with only three armies 

It should now be obvioujs that a strong navy is the kev^to*fItaly ' s health. 
If you can deny the sin-founding seas to any aggresor*7 that doesb't look 
right to me, aggp potential enemy you are safe 

What about attack I hear you think. Well I '% coming to tha'f. 
had to emphasise defence for all great empires a based on a strong founda- 
tion. Back to attack and the conquering af nation^;. Not only is the shape 
of Italy unique, there's that word again, but also it's position. As it is 
hard to attack many believe the opposite is true and don't worry about 
defending against suc^ a unlikely threat. The fallowing is more true with 
Austria than France ft they need only place someope in Mar to stop any threat 
, while Austria needs to fill both areas to stopjKintrusion . 

The stage is set, a typieal situation, Austria has moved into the 

" Ottoman empire he also faces Russia over nutual borders 




Balkans and mets the 

t 

and the expanding Fa 



;herland. France has baggedfiSpain and Portugal, possibly 

Belgium. In short thVir attaention will be elsewhere, with an alliance with 

H 

the Turks, Russians or Germans, a two front attajjlt, and one of your neighbours 
could be reeling. Whit is more one of the abov^mentioned three are bound to 
be contesting some area with one of your neighbours. They may be shopping 



around for such an agreement. As a special not 
be overlooked if vo^i choose to a 



he Ven-Tyr move should not 
ustria lit opens up Vie to attack and 



flanks Tri. Only*p.f Austria suspects ch a/move: can he afford to garrison 
the area in thor first 4 to 5*moves, rhgjtTme when I suggest you would conduct 



h an inva 




ision. If France^ls to be the 
fne §ulf of Lyons. If you hav 
aid be yours.HFrance has two 



target then Germany or Kngland are 
re stressed the navy in your builds 



Id be yours, France has two coast's to worry about and often 



J Kf Ui Om 4 1 fill 

erli^one . H i 



Hith the Gulf you have acess to opain and can pose 
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Up until now I h.ve only mentioned a fairly standard situation and 

hat if France or Austria attacks you early on or Turkey sweeps out 
into the Ionian. In the first case es I pointed out before you defend as best 
you can and send out pleas to Russia and Germany, possibly Turkey to attack 
the bales, sorry it's been a long day, backs of your attackers, you only ask 
for Mar or Tri as compensation. In the second case you have already erred by 
letting the Ionian fall it provides Italy with a plug to stop the Turks from 
expanding and guards Tunis. If Turkey is goine for a Med domination then a 
talk to ; ussia may help as he is near the Turk's homeland. If Austria has nat 
shown any preference ask them to help, there usually is some friction as to 
who u;ets Greece between Turkey and Austria. For Turkey to go for the Med he 
will have neede and got Greece. Promise either Austria or Russia the fe lions 
share of the rewards, first rule of Diplomacy promise the world if it's your 
country under threat, you are only promising after all. You can help such a 
anti-Turk situation with your navy if Turkey is threating you it must have a 
large one itself and that needs neutalizin^ . By gaining back the Ionian, with 
the help of Austria's navy if need be then Greece is open, then the Aeg, then 
iiui. Like dominos^s. You ask for Greece perhaps Sym and will have developed 
an ally. In such circumstances a threat on your country can help it gives the 
other countries and you an excuse to wipeout another, after all he attacked 
first t 

'Veil that about wraps it up. Hopefully the above article has made you 
at least think about winimg, thats wining, v hen you draw Italy. It may not be 
easy but I believe more fun as you rely more on alliances and agreements to 
launch attacks. If Rome wasn't built in day hovs long did it take? That question 
and many more will be answered in our final and thrilling episode of the series 
about Ausria. Incedentially if you think you know the answer to that cjvrestion 
or disagree with any of the above writs in and I'll discuss your point in the 
final artiele, yes that is article. 

V.ritten, Typed and Authorised by 
Tim Friedrich (85 K) 

6 Richardson st , Box Hill Sth 
Vic, 3128. 




GAME THEORY 



John Campbell 

Fred and Mary are playing a game. Each simultaneously shows one or two fingers. 
If the total number of fingers showing is two or four, then Fred wins that 
amount of dollars from Mary. If the total is three, Mary wins that amount from 
Fred. 

How should the two people play? 

Answer: Fred should show one finger 7/12 of the time and two fingers 5/12 of 
the time. So should Mary. The result over a long playing time will be that Mary 
will win, on average, 1/12 of a dollar per turn. The game is not fair. Any other 
strategy by Fred pitted against the correct one by Mary will lose even faster. 

Why, and how do you work it out? You apply the very interesting branch of 
mathematics called Game Theory. I will begin to explain how to do this next 
issue. 




Australia Post jets ahead with new service 




AUSTRALIA Post yesterday began a 
three-month trial programme of jot 
aircraft flights aimed nt, improving 
maiiflows between Melbourne. Sydney 
and Brisbane 

1 no small turhof.'ut jet aircraft - 
snps 1 West wind 1124 jets have 
been hired from Ansett Airfreight fur 
'lie experiment They wilt carry all 
ciasse- >if mail normally earned by air 
ui aii<l lr^m Melbourne und Brisbane 

The jet-, will also supplement ear- 
n;;c,e of <u> li t.iaii from Sydney to 
Hrishnii'- and Sydney to Melbourne 
Mail v. ill also be led into the new 
.-ervio- f'r.int Hobart . Lauticeston, Ade- 
\:a!( if)'' IV'th 



The Chief Manager, Operations, Mr 
Ken Haff'enden. said Australia Post 
regarded the jet charter trial as 
another major initiative in its pro- 
gramme, of sell' improvement. 

fie said mail to be carried for the 
trial would include Australia Pust ex- 
press Courier and Priority Paid items, 
letters and parcels on which airmail 
surcharges had been paid. 

He said regular airline night.- were 
geared to suit pa. -sender needs, which 
lessened their usefulness as mail car 
riers. 

I jilike the carriage of mail on regu- 
lar airline passenger and can:" ser- 
vices, llie WestwincN will allow Ac* 



• One of Australia Post's new 
planes loads up to begin a faster 
service between Sydney, Mel- 
bourne and Brisbane. 

tralia Post to cope with most conceiv- 
able delays in connection flights and 
ground transport mail connections. 

The inaugural northbound mail 
flight left Melbourne for Hydtsey and 
Brisbane at fciJJO yesterday evening, 
while at the same time, a similar 
southbound inaugural flight left Bris- 
bane for Sydney and Meibourne. 

"Our customers are looking for fas- 
ter, more reliable mail services and we 
are making every effort to meet their 
demands. ' said Mr Haflenden. 
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OLD CARTRIDGE -+- NEW RIBBON 



= Saving- 



jane repacks most 6,8,9,12,19,25,38 & 50 mm wide NYLON RIBBONS 
used for computer and other printers. 

JANE repacks in conventional boring BLACK or 

so you can be different from everyone else, in 



BLUE 



GREEN 



RED 



BROWN 



PURP X . F". 



FOR: 



COMPUTER DOT MATRIX PRINTERS, TELEX MACHINES, POS , ATM ' S , 
CASH REGISTERS AND DATE CODING MACHINES 

*** PROCEDURE FOR SCORING EFFICIENCY POINTS IN THE OFFICE *** 



10 DON " T throw away your printer cartridge or spool. 

(If you're not sure if your cartridge can be repacked send a used 
one to Jane for a quotation). 

20 FIND an old shoe box or equivalent (you'll need this later) 

30 E* 1_ ACE "used" cartridge in shoe box. 

AO IF shoe box is full - GOTO 50 , ELSE, GOTO 30. 

50 PACK 6 WRAP box full of cartridges. 

60 E>OST TO JANE (See address below) 

(Don't forget to say which colour you want.) 

70 WAIT 3 working days (while Jane works hard, repacking your cartridge 
with brand spanking new ribbon, JP.S. she pays the return postage]) 

80 USE YOUR OLD CARTRIDGE WITH NEW RIBBON WITH SAME RESULT, FOR LESS $'s. 

90 WATCH YOUR REPLACEMENT COST SHRINK 

95 SAVE the shoe box for next time. 

99 ASK. FOR PAY RISE - you've earnt it! 

TELL YOUR FRIENDS! ! ! ! ! 



•••• 

/<Un\ 




•••• 



P.S. Ohl By the way we sell NEW ribbons too! (But we try to keep that a 
secret) 

(* Savings of 30-80X on replacement cost can be made) 



JANE'S COMPUTER SUPPLIES 

48 CRIBB ST., MILTON. 4064 PH: (07) 369 0420 



SUL'EEM 



The Sleeping Dragon presents 
Australia's newest play-by-mail game, 
Sul'eem, a solo fantasy campaign set in 
an unique world of scorching deserts, 
dense dark forests, and rolling plains. 

Sul'eem is an adventure, mystery, and 
intrigue — an experience rather than a 
game. 

Start-UpPackage $10-00 

Moves (each) $4-50 

Moves (bulk pack of 5) $20-00 

Write to: The Sleeping Dragon, 
P.O. Box 150, 
Newcastle 
N.S.W. 2300 



EL MYTH ICO 




An hypothetical simulation of revolution in 
central America from the makers of 'Centre-earth' 
and Shadow of the Hawk'. 

^players: 5 government, 5 guerilla, 1 CIA and 1 

Ideology, propoganda, equipment purchases, all 
military/para-military forces available, spies and 
death squads. 

Tense contest of wits: you 'd better get them 
before they get you. 

Optional full colour map. 

$10 for set-up and 2 free turns; there-after 
$4/tum. (Inc. newsletter) 

1 5 March 1 985: In the central American country 
of El Mythico the Presidential cavalcade was 
ambushed in mountainous terrain south of the 
capital today. Grave fears are held for the safety 
of President Andino . . - 

FURTHER INFO. 
SNEDC0 10 Herman St, 
Lawnton Qid 4501 
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Since only England (Andrew Col 1 ister > submitted orders for 
Spring 1907 , this dealine will not be counted. Players in 
the game are requested to resubmit orders for Spring 1907, 
by the deal i nes set in this Go-Between. 

My apologies to Andrew, since he is the only player not at 
fault. Those players remaining in the game, please take an 
interest in its progress. Its a pity to see the game 
deteriorate after several game years of play. 

Cameron Thomas. 



Pall 1903. 



AUSTRIA (T.Priedrich) : P Alb S ITALIAN P Adr-Ion; A Ser'S ITALIAN A Gre; 

A War- Mo 3 ; A Rum-Sev; A Gal-War ; A Bud-Rum. 
A Bui H; P Con S- A Bui; P Aeg-Gre ; P Ion-Tun. 
P Adr-Ion; P Nap S P Adr-Ion; A Ven-Apu; A Rom H; 
A Gre S AUSTRIAN A Ser . 

P ffal-Eng ; F Nth S GERMAN A Hoi-Bel; A Nor-Fin; 
P StPtncV-Nwy; P Nrg-NAt . 
A Hoi-Bel; A Run S A Hoi-Bel; A Mun-Bur ; 
P Ska-Den; P Kie S P Ska-Den;' A Ber 5 P Kie. 
A Bur S A. Bel ; fl Eng S A Bel ; A Mar S A Bur; 
A Spa-Pic Invalid order; A Bel H . A Bel retreats 
to Pic; A Spa does not move. 
A Swe-Liv; P Bal C A Swe-Liv; A Ukr-Mos . 



TURKEY (D. Walsh) 
ITALY (K.Dewia) 

ENGLAND (A.Geissman) 

GERMANY (B.Ave ling) 

FRANCE (J. Ball) 



RUSSIA (G.Northey) 



SUPPLY CENTRES at end Of Fall 1903 move. 

AUS: Vie, Bud, Tri, Ser, Rum, War, Sev. = +1; A Bud. 

TUR: Ank, Con, Smy, Bui, Tun . = +1; P Ank. 

ITA: Rom, Ven, Nap, ffyL, Gre. = -I; Disband A Rom. 

ENG: Lan, Liv, Edi, Nwy, StP. = 0. 

GER: Ber, Kie, Mun, Den, Hoi, Bel. = 0. 

PRA: Par, Mar, Bre, Spa, Por. = 0. 

RUS: Mos, $0, Swe. = -I; Disband F Bal. 

MESSAGES: Prom Austria:- 'Barbarossa is nearing completion.' 

From Germany:- 'It would appear the Tsar has been using his own maps. * 
From GM :- Ben, it doesn't matter how much support a supporting unit 

has. If the supporting unit is attacked^ its support afTcW*iii 
another unit is broken. 
Welcome back Mark and Glen. Glen, you must toe a masochist. 
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Diplomacy 86B 



Fall 1901 



Turkey ^ Wilson; : 

Austria (Smith): 

Russia: 
(Wait church) 
England (Yovich) : 

Italy (AVDHJ: 

Prance (Myers;: 

Germany (JonesJ: 



A Bulg H; F Ank - Bla ; A Syra - Con (NSO) 
B P Smy 

A Gal - Rum ; A Serb S F Alb - Gre; F Alb - Gre 
B A Bud, a Vie 

F Both-Swe; A Mos-War; A Ukr-Rum ; F Sev-Bla 
B A Mos 

A Edi-uen; F Nth 0 A Edi-Den; F Nrg-Nor 

A Pie-mar ; A Tub -Tun; p Tyn C A Tus-Tun 
B F Nap 

F MidA-Port; A Bur -Mar ; A Mar-Spa 
B F Mar, if Bre 
MR- Civil Disorder 



PUBLIC STATEMENT: The people of Britain Greeted with deep sadness the 
death of our Sovereign Lady, Queen Victoria. The British Government 
Wishes to thank ttee rulers of aurope for their thoughtful message's of 
commiseration. Since no such messages were received from the governme nts 
qf Germany & Turkey it is regrettably felt th%t the only available couBse 
l"or Britain la to declare war in these nations. 




Date 



Fall \°\0\ 



Comment ^Ureti-M 
A ft\ 0 ( r <4rt«4 trd>'r** 



Orders and Fall Adjustments 

E^Ui fC.ll.-^cr): F U^Ca Eh-^r, A £<A;-W.r, F 5* £i;-L. 
Fr*nct (bJ e «"lr)'- FfU-P.r, A S«r f £vi A A Pic -fiel 

14*l v £M c k;*lc^' Fl.* A/*f -Tsy-i, A N, f -7 tf „, A V«„ -Tr.\ 
R wf r,*(PeWJ: A HP -Alii, AM-/*-, F 8,4-8*1, F SU-*^. 

Tories I W.rU**): A £.*-BJ, FjA^lk. A SU^-ArM 

,Vn( ->-4A -fJf T^terf 4U 4orA w.'M U 



4o 4^ B 4,mj. f><^ V<««*> 



Press 



c'J^W.-^ft* •• " T„rtc M ~;sUr 4. ^o»^ti 4U4 \h /w«W U-^.Uf 

|e*<U^ J\»l4-»* AUJ M»r4Uy rc4vr«tj li.l.'JLyJ 4* 

tji'll ^ijvj [jjl r<4 

K>rn4«' r ' ski iol^t- 4i*, Twi'u Alfj 1 4/i<v-! -fit^ uvi'll 



<?1 



4i^ 



4/> of -fL 8ri'4t'ifv F/np>' 



THE QtovrC?) CiO Ci<V^. 

The next. 10 moves. Black is next to move and fa) is probably the largest move. 
If he fails to place there I will instead, (b) is also large — for roughly the 
same reason. In each case there is a large area in the corner which will go to 
whoever moves there, (c) is similar again, (d) is an attempt to join up with 
(4). (e) for black is a good move in this area. 

At this stage, black is strong in the top-cent er and white has a corresponding 
advantage in the top two corners. 
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SPTRAT, ARM. 

A COMPUTER GAME OF GALACTIC CONQUEST. 




Spiral Arm i3 a 50 player, computer 
moderated Play by Mail game of spBce 
conflict in the far future. Played on a 
map containing over 600 stars, each 
player begins with one star and a home 
planet. His initial fleet is small and he 
is required to travel to nearby stars to 
take possession of them for colonisation. 
All too soon he will be encountering other 
expanding players intent on controlling 
more and more stars. At home his people 
use Industry and Raw materials to build 
more warships and Transports for 
colonists. Once landed on a new world 
the colonists will need support and 
industry to help them grov/ to where they 
too can begin building ships to travel to 
the stars with. At the same time you will 
be meeting other players with whom you 



/ -J t r -i . 



r t r i r i r r r t r / , 



i 1 ,**v< 



,i ,i ,i ,i i 

' w* >' 

.1 •>;>;>, 
'.'\>'.J',I\ 



• > r> .1 . 



:' i' 



'.!' !'.!' 1 



SEND 
$4.00 for rules 
and set-up materials, 
plus three moves to 
begin the game with 
Further moves 
e $3.50 



can exchange i nformetion. If they ere 
friendly enough you can even ally with 
them, allowing each others ships to pass 
freel y over each others worlds, or to 
combine to fight a common foe. Warships 
include Scouts, Destroyers, Cruisers, 
Battleships, Dreadnoughts and Monitors. 
Technology may be invested in with 
planetary income to improve your fire 
power, and eventuell y gai n unknown 
powers to daunt your enemies. Spiral 
Arm is a game of planning and diplomacy, 
you are almost forced to co-operate with 
others as you attempt to gai n control of 
vast areas of the galaxy and achieve the 
final victory. Spiral Arm has two week 
turn arounds and each move costs $3.50. 
Every move you get a report of your 
empire and a new submission sheet. 
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Tfie Australian Wizard, 
GPO Box 35G. 
Brisbane, 4001. 
TTioue: 07 350 2212. 

niiierfa: 07:W1Z001. 
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DIPLOMACY 84 - E 

RUSSIA (D. KIBBLE) 

F STP(nc)- N¥Y 
F NTH - EDI 
F NWG - EDI 
F DEN S BER-KIE 
F BAL S BER-KIE 
A BER - KIE 
A SIL - BER 
A BOH S (I) MUN 
A RUM - BUD 
A SEV - RUM 
A ARM "sob" 

TURKEY (D. COX) 
F ANK H *NMR 



SPRING 19Q7 

GERMANY (P. SZABO) 

F BRE S BEL-PIC 
A BEL - PIC 
A HOL - RUH 
A LPL - EDI 
A KIE - DEN 
(ret to HOL) 



FRANCE (R. SNELL) 

F IRX H 
F ENG H 
A BUR H 
A MAR H 



*NMR 



GM = DAriRYL DAVIS 

ITALY (C. THOMAS) 

F WES 
F GOL 
F LON 



F 

F 



A 
A 
A 
A 
A 
A 



- SPA(sc) 
S WES-SPA 

- ENG 



ION - TUN 

NAP - TYR 
F SMY H 
VEN - PIE 
ROM - VEN 
MUN S(R) BER-KIE 
TRL S MUN 
BUL - SER 
CON - ANK 



Public Statement : "ARMENIAN SWEETIE" 
"Honey you lied when you said you loved me, and I had no 
cause to doubt you. But I'd rather go on hearing your 
lies, than to go on living without you. Sob, sniff." 

Public Statement : ITALY 
"David, forgive me this one game. You are indeed a 
gentleman in the art of Diplomacy. You have left ae with 
an incredible feeling of guilt. I hope you're satisfied." 
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What has this young Brownie maid 
been up to? ^mA 



Find out when you play Ringquest! 

You could also "Find a Lost Dwarves Mine" or 
"Rescue the Elven Princess" or any of 8 
other Quests - as well as the Ringquest! 

Ringquest is a PLAY BY MAIL, Fantasy 
Role Playing game. You control up to 14 
characters with hundreds of possible actions. 

Please send the 20 page Rulebook FREE to my 
Australian address; o/seas A$3 or US$3. 

Name: GBB 

Address: 

PBM Games PO Box 83 Mt Eliza Australia 3930 



the Sirius Sector © 



THE WIMPS STRIKE BACK. 



A Protest from a Wishy-Washy Wimp! 



I don't know about balanced development, but I certainly didn't 
industrialize or mobilise, I jumped around alot, all over the place, so let us 
call it POGO STICK DEVELOPEMENT. 



My guiding force was the greedy industry on my home world, which I tried my 
hardest to sate ( maybe this makes me an industrialist). 

By turn 11 I had hopped my way to 19 planets with 8 ships, 6 of which had 
recently arrived at home with ore for the starving industry, and, I was coming 
a very poor fifth. 

So I said stuff this for a joke, starved the industry, and went looking for 
FUN, FAME & FORTUNE. By turn 15 I owned 37 planets (only one of which is in 
danger of going missing, and a further two if allies turn nasty). 

I challenge any one eyed development philosopher, who isn't Peter Rhodes, to 
beat that !t! 



This was the only reply to our last issue challenge so the writer receives 
two free turns in the Missing Tiger game of his choice. Partly as a result of 
the unexpected space and also because the articles are interesting I have 
included on the next pages the misinterpreted answers to the last question and 
answer competition. These two players took the position of defending the 
following planet 



W.W.W. for F.F.F. 



Industry = 6 



Defence units = 27 



Mines 

Type 

Store 



0 
4 

0 



1 
6 
2 



4 
6 

3 



Production 



with a ship A small battle and ship B a Large Battle against S187 26/10 which 
has no fuel. 



RETURN FROM SIRIUS COMPETITION 

Your protecting a planet with a Medium Battle, against a Small 
Battle, and a Large Battle. No help can be sent be-fore two mare 
turns, and your mission is to hold the planet until help comes... 
You can do it! First, you bless your lucky stars you have a 
Industrial planet with type 0,1, & 4 mines, and a large amount o-f 
PDU's defending. 

Secondly, you size up your opposition. Assume they have the best 
possible ratios, and are at maximum size far their ship class. You 
quickly determine that the Small Battle is capable of a maximum 60 
shots, and the Large Battle could destory anything it liked as a 
100/10. Since your 27 Defence Units on the planet require 81 shots 
to destroy, the small battle is incapable of that task. It could 
however take out your Medium Battle. Your Medium Battle has a 

mass ratio of 2.5, and using the equation for Battle ships (9y = 2x 
+ 7) , you determine that each of your fighter units can destroy one 
and a third enemy units. With your 25 fighter units, thats 33 
shots. Assuming the maximum size of the enemy ships, the apposing 
Large Battle is too big to destroy, but the Small Battle, at best 
could be a 20/9, and thus can be destroyed. This is your target, 
since destroying it, will give the enemy the chance to attack only 
ONE target next turn, with the remaining Large Battle. 

With your Planet you immediately issue orders for builds to occur. 
But instead of building just more Defence Units, you assume the 
worst, and expect your Medium Battle to be destroyed. Thus you 
order one cargo unit to be added to the ship, after the battle. You 
use 3 of the remaining Industry to build 3 Defence Units, again, 
after any combat has accured. Another order is issued to load the 
one unused Industry onto your Medium Battle, which is just capable 
of carrying it. While this reduces the number of shots you can fire 
with the Medium Battle to 28, there is a good reason for doing it. 

The end result is set. You have covered ail possible 

combinations. The first turn allows the enemy to attack two 
targets. If he chooses to attack the PDU's and your Medium Battle, 
it will still exist as a Small Cargo on the next turn, and more 
Defence Units will be built. 

If he attacks the Industry in the first turn, with the Large 
Battle, to stop you building, you have an Industry loaded on your 
Medium Battle that can be dropped next turn to build. If your 

Medium Battle is destroyed or reduced so it cannot carry the 
Industry, by the Small Battles attack, the Industry unit in cargo 
will be unloaded to the planet, and you will be able to use it to 
build next turn. 

Remembering that the Small Battle cannot eliminate all the 
existing Defence Units. It cannot take out the Industry either, as 
the Defence Units will destroy all its fighter units first. Thus 
its only reasonable target is your Medium Battle. You are 

targeting it for your attack and no matter what, you will at least 
eliminate the Small Battles maximum of 20 fighter units. This 
renders it useless, or most likely an Empty Ship. 

Next turn, the enemy will at best, have one ship with which to 
attack. This will be the Large Battle. Assuming the worst result, 
he has taken out both your Industry, and your Medium Battle, having 
his own Small Battle reduced. You will have one Industry on the 
planet, as well as the 27 Defence Units. The Industry can either 
build a cargo unit for your Empty ship, or another Defence Unit, 
both occur! ng after any attacks. Thus the Large Battle is incapable 
of taking out all the Defence units, or attacking two targets. 

You have successfully thwarted all the enemies possible options 
for taking the planet for two turns. On the third turn help will 
arrive... I said on the third turn help will arrive.. Hello., anyone 
out there, . . 



Oh Shit! 



Cameron Thomas. * 



THE TERRA N DEFENSE FORCE NEEDS YCU 



ANSWER: (By Robert Pater son, JANDAR game 23) 

In answering the question I have assumed that I the 
defending player, h^ve the phone number of the attacker 
or I can get a letter to him before he sends in his 
orders . 

FIRST TURN: I ring the attacker and convince him that 
I will gift the planet to him, e.g. 'why don't I gift 
you the planet as part of a sharing arrangement?" or 
'I'll gift the planet to you if you send your Small '. 
Battle to defend such and such a planet, which is much 
more important to me, but I need your help to defend be- 
cause your so big and strong. Oooh! ' . It helps if the 
attacker thinks your a gullible fool. Nov/ he is con- 
vinced that the planet is his and won't attack it (and 
may even go away) but I would build 5 PDU's anyway and 
jump S187 out (No sense in wasting valuable Fighting 
Units). 

SECOND TURN: Evaluate his options: Retreat, attack, or 
press on. If he retreats then he is out of my hair and 
no longer a problem. If he presses on further into my .• 
empire then he is closer to my home planet and battle 
fleet and further from his home plan t and support ships, 
to attack and gain posession of the planet this turn he 
must destroy all the PQU's and all the industry or type 4 
mines and ore — he can't do it. 

To take out all the PDU's he needs 96 shots (I built 
5 more PDU's last turn) and a 20 2 Small Battle can at 
best have 60 shots so he must use the Large Battle on the 
PDU's (To destroy them all in one round). The Small 
Battle can't even scratch the mines or industry since the 
PDU's g?t 32 shots before they are attacKed. Therefore 
no matter what he attacks I will retain owernership 
since I will build 5 more PDU's this turn. 

THIRD TURN: Jump in the battle fleet or use a RP to lir.n 
it to the planet. The fleet should produce two hulls for 
little co:. ; t since he would have been severely weakened 
by attacking the PDU's or if he didn't att xk the PDU's 
then use a RP to get them to fire on one of the ships. 

These strategies have been taken from a very sim- 
ilar situation in my empire and do work. 



ROAMED 'S DIARY. 



Well fans here we are once again - turn 14 and still the war on Planet 311 
rages (Will Daggy never learn). As this edition goes to print, and hopefully 
Dags receives his next printout, one of the triumphs of intergalactic warfare 
will be unfolding. Having finally read a later edition rulebook (ie. after 
edition 1) I chanced upon the Standard Research Planets Orders. A BOMB, HOW 
NICE. What with Dagrod finally threatening to overrun Planet 311 what better 
way to frustrate the little creep but blow up the planet and all his little 
ships with it. Apart fron a continuing spat with Dagrod things seem to have 
settled down nicely. Hang in there Lucifer, Cerebor tells me Coriolan is an 
ally of Dagrod, rest assured his name is mud on Roamer Home. 

To the intrepid star gazer who scanned ay planets turn 14 - may your moves 
be lost in a postal dispute (not you of couse Blizarth). For a good laugh tune 
into Planet 311 and keep the space waves full of news. 

Roamer II game 29. 

Editor's note: Roamer 1 was disposed in a bloodless coup, Just as well as 
Roamer 2 is no Conan with blood or sea water around. Players in Game 29 should 
be warned this player is a bit strange and a veteran player. In an early life 
he would have been a Russian syndico-anarchist. 




COWffiNTS ON GAME 20. 



I would like to start with a few thank-yous and apologies. Thank you to 
Striker for 2 1/2 Research Planets every second turn. Thank you to Jaxom and 
Striker for a good strong alliance, well done to both of you. And thanks to the 
Tigers for a enjoyable game. Apologies to AZTECA. He knows why. 

I entered game 20 with the intention of winning on planets, however I 
discovered 5 Research Planets very early in the game, and with 2 from Striker, 
my score overtook roe. Very early in the game I captured one of AZTECA'S B-ring 
planets, and destroyed his explorer. None the less, he managed a creditable 20 
planets, which is very good considering. Better luck next time. 

About the same time I met Milky . Funny fellow. Never replied to any 
diplomatics, and didn't seem to have too much direction with his ships either. 
So I attacked him. Took at least 4 planets off him. Two of them B-ring planets. 
Would have had a 9th Research Planet if I'd sent in ray orders last turn. 

Later I met Jaxom, who is a nice enough fellow, and **HelFire** who seems a 
treacherous louse. He talked long enough to bring up a moderate battle ship, 
which I was about to blow out of the sky when the game ended. Count yourself 
lucky **HelFire.** 

In summing up the game I suppose I was a bit lucky. I expanded continuously, 
and took what I wanted. The only person to shoot at me was **Hel Fire, ** and he 
was about to get what was coming to him. I only shot 1st once (a 20/4 at a 
medium cargo) and never attacked an ally. My only advice to other players is 
defend your planets, ie A2TECA) , and to talk to each other; Enemy of my Enemy. 
With a good allience against me I might have been in trouble. 

ROBSPIRE 

1st Citizen of TERMIGMT. 



Game 27 



AUTOCRAT 



SIRIUS NEWS REPORTS 



I came into this game five turns ago on standby. One of my large cargos 
started the game above a planet owned by Manstein, also above the planet was a 
(Manstein) medium battle and a (Flagship) large cargo. He won't fry me, I 
thought, I just got here! The next turn my large cargo was missing from the 
turn sheet and my Research Planet adjoining Manstein' s foul planet was scanned 

by someone I landed a medium ship on Virtue's Research Planet. Too many 

PDU, but I could crush the small ship. .. .no. .maybe Virtue will be my friend. 
Turn 3 (13 actually, but my third turn). Verdant e has landed a medium battle on 
my Research Planet and Manstein has landed a medium battle on my other one! 
I give up. 

I begin work on my battle fleet. With the first super battle (Manstein 's 
Nemisis) nearly finished and a second planned ("Manstein's Stomper") I'm just 
about ready to start landing ore on "Earth" for my bid at an Economic 
Victory 

Game 32 NO-CREDIT VICTORY 1 By SPEND LE 



Well the first No-Credit Victory game has reached turn 8. Starting in a game 
with no peaceful traders gave me a huge dose of paranoia. Turn 3. . . Von and Tar 
Aiym stole two of my Research Planets! Attack Immediately! ! Steal Vom's B-ring 
planet "Aud Eutreuch" with industry and type 4 ore. Locate Vom's home planet. 
Turn 7 Tar Aiym fries me. ...well ok I can live with that. Vom rings and we 
agree on Research sharing arrangement. One front closed. Now we can crush Tar 
Aiym. I'm sure all these wars are the sign of a disturbed personality. 

Game 23 JANDAR. 



Well the game has hit turn 16 and everone has decided whom they like and 
whoa they dislike. According to the general messages, Dhorn has declared war on 
Nihon, and Delian League (alias DRFI) has declared war on Jandar (thats me!!). 
The later comes as no great surprise since six turns ago D. League landed a 
small battle and a medium battle on 185 (a Research Planet with 2 industry, 2 
type 4 mines and 11 PDU). I received a phone call saying "Gift me the planet or 
I scorch it! Oh by the way are you interested in the five player alliance I'm 
organising?" I said "No." Six turns later 185 now has 27 PDU, 2 D. League medium 
battles, 1 D. League small battle, and 1 D. League large medium battle. He has 
my attention. I decide to jump in 4 40 mediums and a super cargo loaded with 44 
PDU. 

Odin and Master are very quiet. They're probly the ones a mile ahead on 
score. I have no hope of winning this game as I haven't worked towards any of 
the victory conditions and now its too late! Oh well I can take D. League to 
pieces before the game ends. 

// you want to be a Sirius Reporter send your blurb in 



IMPORTANT ADDRESSES, 



GMs: 

85 J and 86 A 
Mark Dewis 
PO Box 118 
Legana Tas 7250 



84A 

Paul Mel lor 
149 Hurstville Rd 
Oat ley NSW 2223 



84B 

A. Geissman 
24 Caroline St 
Kingsgrove NSW 2208 



84C 

Duncan Baxter 
53 Myall Ave 
Keningston Gardens 
SA 5068 

84F 

William Brown 
F4/35 Caroline St 
East Hawthorn VIC 3124 



84D 

Cameron Thomas 
7 Parker St 
Chelmer QLD 4068 



85G 

Andrew Schacht 
5 Pent land Ave 
Punchbowl NSW 2196 



84E 

Darryl Davis 
RMB 5403 

Manor Hill Close 
Holgate NSW 2250 

85H 

Terry Bradley 
18 Cook St 

Satur via Scone 2337 



851 

Rick Snell 

c/ The Missing Tiger 
GPO Box 286C 
Hob art 7001 



85K 

Wayne Closter 
2/14 Merton St 
Ivanhoe VIC 3079 



85L 

Roscoe Taylor 
Trinity College 
Parkville VIC 3057 



85M and 85 N 
Rick Snell 

c/ The Missing Tiger 
PO BOX 286 Hobart 700 



86 B 

Tony Graham 

90 Green Point Rd 

Oyster Bay NSW 2225 



Machiavelli 2 
Shane Mc Ardle 
6/79 Potter St 
Dandenong VIC 3175 



AWHC Diplomacy 
Mark Haughey 
8 Ooodenia St 
Rivett NSW 2611 



86 C 

Andrew England 

91 College Rd 

Some r ton Park SA 5044 



NEXT TURN DEADLINES 

All moves to the GMs by: FRIDAY 26 1986. 
CMs results to the Missing Tiger by: I Pwe-.' 1986 



missing Tkjer 0 



GPO Box 286C Hobart 7001 ph 233926 



If a tick appears in this space there are three /facts you should know. 

1. Our friend above thinks that your subscription is now due. Therefore you 
should pay us $12 before you receive your next issue. Payment should be to 
The Hissing Tiger. 

2. We now accept BANKCARD and VISA. 

3. Our friend above is very vicious and loves to extract payment in blood. 



